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This is a game about boundaries. Humans transcending their own limitations, and the Our town is a unique example of a utopia made real. It's the cornerstone, the 


metamorphoses that may await them on that journey: a blood cell or an udurgh, a doll foundation of the game's entire conflict: "a cataclysm has befallen the worthiest". 


or a living creature, a slave to the circumstances or the setter of new laws. 
[from the game's design documents] 
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Тһе Town is, of course, 
the game’s real 
protagonist. Everything 
is nested: the town is 
filled with people like 
the human body is with 
(plague) bacteria. People 
move along the streets 
like the blood cells 


circulating inside them. 


[art by SpaceLaika] 


The Town is alive. But that's just one way of looking at it. Our Town is actually зеуега 
towns. 


[from the game's design deel nen | 
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The Extras 


We have to portray the townsfolk as a Greek chorus: that is to say, depersonalized 
in the utmost, a many-headed hivemind. Not a collection of individuals but a mass, 
devoid of color and personality. Soulless. 


[from the game’s design documents] 


THE TOWN 
NOU 


Their leading themes are reticence and tension. Like others, they will use the pronoun 
“Т” and sometimes tell personal stories. But it has to look like subterfuge, an exception 
to the rule—leaving the player with an impression of facing something non-human and 
dangerous, toys pretending to be people. 


[from the game's design documents] 


[sculpting by Arminas Didziokas, Kestutis Rinkevicius] 
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“Last chance to leave for the Nest. Same price, same place, different me. Don’t get it mixed up.” 
"Don't take her away from here. She wants to lie here. Here.” 

“DO NOT TYE STAINGS TO YOUR RAILINGS! She ll come! She thinks theyre a sign!” 

“My seekrit last will and testmen. I leave all my stuff to the Big Tree. If you find my stuff pleas 
bring it there. No steeling!” 

“THEY SAID YOU COULDN'T TAKE YOUR SOUL WITH YOU OR THEY WON'T LET YOU BOARD 
THE TRAIN. WE LEFT ON FOOT”. 


[children’s notes] 
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The extras have no names: they're a flock of birds, a swarm that's merged together 
entirely. The models themselves, though, got nicknames during development that 
have stuck with them. The young townsman is named Marat, the aged man is Itsek, 
and the dashing patrolman is Pankrat. The simple woman is Marta, and the lyrical girl 
from the upper town is Charlotte. The steppe people are Zakir and Aigul. It was, of 
course, the teenagers that got the most vivid nicknames: the older girl is Pigtails (self- 
explanatory), and the boy is Mamke-Nazlo ("to-spite-mom"), because that's the reason 
he's planning to freeze his ears off! 


[from the game's design documents] 


I 
S 
де 
> 
o 
ЕМ 
| 
ба 
= 
3 
SZĄ 
n 
Ф 
NA 
vi 
U 
-“ 
2 
N 
де) 
=] 
n 
U 
S 
5 
ы 
< 
5 
50 
= 
em 
хат 
3 
o 
0; 


THE TOWN 


THE TOWN 


[sculpting by Arminas Didziokas] 
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The Houses 


The concept of being worn out is important 

to Pathologic. It’s largely a game about what 
things used to be and will become rather than 
what they are. The Town is filled with ruins of 
things, ideas, and ambitions. Somewhat less 
than pretty chests-of-drawers are the least 
sad examples of this, but they are also there 
to support the motif. 


[from the game’s promo materials] 
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Not every object in the game is going to be unique, of course. That is not something 
we're trying to achieve. We are rather looking to make them curious, able to belong to 
several different environments so that various contexts highlight various aspects of 
these things. 


[from the game’s promo materials] 


THE TOWN 


The Ab atto ЇГ A theme of nestedness: ав the town had grown atop the bull of the earth and crushed 


it down, so has the gray-concrete Termitary, housing the workers, grown atop the 
An ancient temple turned into a slaughterhouse. A place where the town’s Abattoir, humanizing it and taking away its magnetism. 
zoomorphic nature is particularly salient. [from the game's design documents] 
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The Stairways to Heaven 


Just like the game-saving clącks are little cathedrals, the stairways to heaven are little 
polyhedrons: the unsuccessful prototypes. 


[from the game’s design documents] 
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h | h d The Polyhedron is made of paper—it was built out of its own blueprints, as well as 
T е Р O y e ron outlines and sketches of our game’s universe. Implying that a miracle can only be built 
out of its own idea. 


A materialized miracle, a work of art, our game’s MacGuffin. It can include “urban а ; 
decay” elements, but these should leave it open to interpretation whether it is, in fact, At night, the Poly hedron glows from the inside. The color of this glow may vary—from 
shabbiness—or the structure is still growing. It’s often compared to a rose. a cozy, “lampshadey” tone to a disquieting scarlet. 


[from the game’s design documents] 
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The Polyhedron is inhabited by children. Alone or in small groups, They visit 
the “facets”, which transport them to a notional dimension that allows them to 
“maintain their dream” or their "game"—their fictional universe. 


How does this happen, exactly? Suppose a child comes to the Polyhedron. Walks up 
the stairs. And—sees a group of children discussing something? That’s just silly. 


Most likely, they really do somehow enter the facets (an optical illusion of a mirror 
maze?) and find themselves in a parallel dimension (with shared acoustics?). 


[from the game’s design documents] 
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[art by SpaceLaika] 


The Cathedral 


No religious significance. The Cathedral was the Kains' attempt to probe the 
mystical connection between space and time, in the hope of creating a structure 
inside which time would behave strangely. They succeeded. The most important 
thing in the Cathedral is the gigantic clock. This is what makes it the key building 
in the game—time being one of its key driving forces. 
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[from the game’s design documents] 
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The Theatre 


An alien thing, like a flying saucer that’s descended upon the town. Through the 
“theatre of death”, the player enters the meta level—quite literally, since it’s where the 
game loads from. 


Like an actor whose character has just died, the player exits through the Theatre doors 
and back into the world—invulnerable in his or her own way, belonging to the world of 
death. However, the Theatre also becomes the point where the town’s clinging to life is 
at its most desperate: it’s where the hospital is set up. 


[from the game’s design documents] 
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“In the beginning there was nothing, only the abyss (not a precise term: to the steppe 
people, an abyss is not a chasm or void but the opposite, the greatest possible density, 
a place that is cramped, stifling, and airless; instead of building over it, it is to be 
cleared and expanded)”. 


[from the game’s design documents] 
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“Then the primal bull, the proto-god, Bos Turokh, walked over (through) the abyss, 
making the first line-path (and literally dividing the heaven from the earth, and being 
from nothingness, by moving them apart). Every step he took created a handful of 
kindred things (phenomena, concepts, words), and his every hoofprint was a sigil. 
The abyss, now branded with these sigils, became responsive; each of the sigils was no 
mere mark made by a hoof but a window through which a continuous flow of things 
(literally “wills”—acts of will as material manifestations, i.e. more deeds than objects) 
began to come into the world. 


That was how the lines came to be (unclear: refers simultaneously to sigil outlines, Bos 
Turokh’s path/paths, and the spiral lines along which things descend into the world 
through openings and take their places in it, which they do ina ee pattern, fitting 
exactly where they belong), and there was joy in his heart. 


But an incompleteness remained (lit. “this void had not been filled”): there were the 
lines, but no-one to follow them (lit. “rejoice in them in his footsteps”). It was then 
that he decided to create his beloved children, the humans, so that his heart might 
rejoice forever (lit. “in circles”, cyclically; the steppe people have no concept of 
eternity).” 4 


[from the game’s design documents] 
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The Kin 


The best word to describe the Kin is “obscure”. We 

don’t understand what they’ve got going on there. 

They don’t understand themselves very well either. 

RAMĘ They don't know how they're supposed to live now. 
As soon as we explain why their brides cover their 
faces with cow skulls and where that nice ritual 
comes from, it will immediately become boring. 

Any activity aimed at systematizing the known 
facts about the Kin is a destructive one! 


пъ А [from the game’s design documents] 
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[art by SpaceLaika] 
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Here's something that's very important to be aware of. The Kin is falling apart and 
decaying. They're in a similar state to late-19th-century Native Americans: the old 
chieftains are still alive, but young people have been going to work at white man's 
stone quarries, brothels and railroad construction sites for a while now. The rituals 
and customs have long lost their vividness, their direct links to reality, indeed their 
meaning. 


Mind-reading and silence. Don't say a word. Articulate speech? Dictionaries? These are 
all supra-cosmic acts that bring order to the world. There is no order in the world of 
the Kin. 


[from the game's design documents] 


[sculpting by Arminas Didziokas, Kestutis Rinkevicius] 
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[sculpting by Arminas Didziokas, Kestutis Rinkevicius, Gintautas Jankus] 


THE STEPPE 


: - The soil is the skin (texture) 
Life - The rocks are the bones (texture, positioning and shapes) 
- The protruding roots are the sinews and veins (much like in the old game) 
- The grass is the fur 
Our town is a living being. The earth, too, is alive. This metaphor is to be stressed at - The moss and ivy are warts, scabs and ringworm 
every opportunity. Not just with general outlines, but with other elements that would 
make the player feel this subtext while moving around in first-person perspective: How obvious and straightforward should these associations be? Not too much. 


[from the game's design documents] 
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[art by Meethos] 
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The Steppe script 


The "nejel-wa" sigil stands for “the 
line” or “he who follows the lines.” 
He who follows the lines needs not 
know of their existence; his path is 
still preordained. 


The “зати” sigil stands for 
the circle of life and its many 

ı forms. By the blood of the living 
creatures does the earth feed; but 
then it gives birth to herbs, that — 
feed the living back. of 


[from the game’s design documents] 
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The “soom” sigil stands for “living | | ада орцон 
emptiness.” This is what the lull between 
_ two heartbeats is called. | 
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Dialog is the game’s core principle. Dialog in which the Player takes part, along with On top of that, the Plague is different for everyone. It’s a test, an ordeal by death as 
the Forces: the Plague (Death), the Universe, the Creator. The dialog is constructed so a means to transcending oneself. It’s a manifestation of the living earth, of all the 

that each instance of contact (“conversation”) changes its participants, and the result frightening things that life is. It’s a path towards one’s own self. And it’s never entirely 
is unknown. You can’t avoid changing after a dialog. The Plague changes; the Universe evil. 


changes; the rules of the game change. 


[from the game’s design documents] 
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THE PLAGUE 


[art by Meethos] 
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[art by Meethos] 
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[art by SpaceLaika] 
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Heroes 


The Changeling is skin, this is about contact and 
caress, kinesthetic things 

The Haruspex is blood and organs 

The Bachelor is about vision and the brain 


The Changeling's overarching idea is contact as a 
means to create meaning, develop the world and 
bring peace to it 

The Haruspex’s overarching idea is the 
interconnectedness of everything and restoring 
the connections | 

The Bachelor’s overarching idea is comprehension 
and rational (analytical) interpretation 


The Bachelor sees 
The Haruspex hears (rhythms) 
The Changeling talks 


The Bachelor: solids + upward vector ор RE: 
Тһе Haruspex: water + forward vector 519 
The Changeling: vapor + sideways vector 


[from the game's design documents] : 2 / 
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[art by Meethos] 
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[sculpting by Arminas Didziokas] 
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The Changeling 


Each of our protagonists has internal contradictions. The Bachelor is so 
engrossed in his noble battle against death that he forgets to value the lives 
of those near him. The Haruspex, a butcher, a killer, one could even say a 
murderous psychopath, gets the warmest character arc. It’s about love. 


The Changeling is the most complicated one. She’s her own antithesis, a 

demon and a saint in one, and we must not overdo it on one side or the other; 
preserving this “watercolor” quality is important. One of the ways to show this 
is to rid her of her hair. When is hair cut off completely? Religious initiation is 
one case; a grave illness is another. Either a holy fool or a ringworm case. A saint 
who’s also the plague... 


[from the game’s design documents] 
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Aglaya 


Aglaya contends with God. Those she touches 
begin to rebel against the established order of 
things. 


At the same time, Aglaya is the voice of the 

law. She sees the universe as a machine. She 
maintains that the logic of the universe is above 
everything—polyhedrons be damned. To her, 
contending with God, too, is a form of restoring 
justice and natural law. Those she touches begin 
to realize that there are limits of what’s possible, 
and they must be accepted with humility. 


[from the game’s design documents] 
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Alexander Block 


A character inspired by Antonius Block from The Seventh Seal, Alexander is fairly 
young for his rank—a "thirty-year-old general". The country's military top brass 
really is pushing him to join their conspiracy, while the powers that be seek to 
tarnish his reputation. 


Block is strung out, his nerves are frayed, and his heart, already hardened. He's trying 
to keep his feelings to himself and especially to prevent his emotional instability from 
claiming a random victim. Nevertheless, his nervous tension takes its toll, and by the 
time the Gorkhon operation begins, he is already on edge, about to snap any moment. 


[from the game's design documents] 
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[art by Meethos] 
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Anna Angel 


A former circus performer 
from the infamous traveling 
troupe known as the Ace of 
Diamonds Caravan. These child 
traffickers would lure kids in, 
abduct them, keep the capable 
ones for their circus, and sell 
the rest to whoever would pay. 


Anna is a rather shallow 
person, and entirely devoid of 
morals, but the paradoxical 
thing is, everybody likes her! 
Men, women and children all 
become irrationally fond of 
Anna from the first time they 
see her, which then grows 
into blind trust, attachment, 
even love—despite her not 
deserving even a small fraction 
of those feelings. Anna is 
happy to use this love to her 
advantage; what’s more, her 
need to feel loved is bordering 
on addiction at this point. She 
wants to be adored. 


[from the game’s design documents] 
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This thirst for adoration has a remarkable consequence: Anna is afraid, to the point of 
panic, of townspeople finding out who she is—yet she can’t resist occasionally showing 
her performing talents: singing, juggling, doing acrobatics. 


[from the game’s design documents] 
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She takes this risk for the sake of a minute of rapt attention. Sometimes she slips up 
and does one of her “numbers” without meaning to (much to the delight of those 
present), only to spend the next few nights trembling in fear at having given away 


who she is. 
[from the game’s design documents] 


[sculpting by Arminas Didziokas] 
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Georgiy Kain 


A judge, philosopher and thinker, but above all, a Smith, a Sculptor. Following Simon’s 
death, he’s become the main embodiment of the Kain idea, the builder and creator: 
the Crucible is his crucible. This is why we see him in his workshop, engaged in quite 
literal sculpting; this is why he’s dressed like an architect. He has the large hands of 
someone who works with stone and clay. : 


This is, of course, symbolic: as a rock can be turned into a statue by chiseling away the 
unnecessary, so can a human be turned into a superhuman. 


[from the game’s design documents] 
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Grief 


Grief dreams of not being ordered about by anyone (neither people nor, say, the steppe 
monsters, of which he has a slight superstitious fear). He prefers humiliating an enemy 
to really, reliably finishing them off (this isn't humanism, just another side to his love 
of beauty). He's a little playful in everything he does, but his is not an intellectual 
playfulness—more of the contrary, the natural antics of someone who is, in a certain 
sense, naive. He’s an “anti-Immortell” who runs an “anti-Theatre” at the Warehouses, 


his outlaw domain. 
[from the game’s design documents] 
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Eva 


The Stone Yard was supposed to be a compound of experimental structures serving 
the same purpose in different ways—that purpose being the greatest possible focusing 
of the human spirit and the discovery of new capabilities of the soul. 


It was Farkhad who built the Stillwater. Not the Stamatins. Farkhad’s was a 
«horizontal» architecture to the Stamatins’ «vertical» one. He believed that a house 
that would fulfill Simon’s objective should not be a tower—on the contrary, it must 
provide grounding and roots. It’s up to humans themselves to construct a vertical 
aimed at the stars, while the house acts as a counterweight to this dangerous vector. It 
was also the reason for its colder choice of colors. 


[from the game’s design documents] 
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ideally fresh people with no preconceived ideas. Thus the Stillwater was turned into a 


guesthouse, to accommodate visitors to the town and see what happened. 


[from the game’s design documents] 
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[art by Meethos] 
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PEOPLE 


However, the house was uncomfortable. Simon and Farkhad did succeed in creating an Thus after taking residence at the Stillwater five years ago, she eventually remained 

oddball space doing strange things to one's soul. The soul really did turn into a spring there in a housecat sort of manner, becoming the de facto owner of the place. When a 

and "stretched out”. The sensation was so strong that people couldn't manage to stay stranger, the Bachelor, turned up in the middle of the night, force of habit (with maybe 

there for long. a touch of schadenfreude) made townspeople direct him to that house, saying it was 
always open and he could stay for as long as he wished. 

However, the naive, slightly quirky Eva took a liking to the house for some reason. She 

had a sort of immunity (which would later become a source of anxiety as her gnawing Or, more precisely, for as long as he’d last. 

doubts grew; was there really something wrong with her soul?). [from the game’s design documents] 
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Capella 


At fifteen, she's all but grown up. The 
leader and “mother” of the town’s 
children, she’s the daughter of the 
"good" Mistress Victoria and Vlad 
Olgimsky, an imposing and calculating 
industrialist. Capella is almost 
obsessed with the idea of walking in 
her mother’s footsteps, of becoming 
the town’s guardian angel and 
building a world of warmth and hope, 
but without her noticing, her father’s 
features are starting to show in her. 
Indeed, in order to build anything, you 
need political calculation among other 
things. She develops the theme of 
children making a necessary sacrifice 
out of the town's obsolete things, the 
parts of its legacy that the future has 
no need of. 


Nevertheless, she's a positive and 
pleasant person. Her eyes are tender, 
dreamy and a little short-sighted. 


[from the game's design documents] 
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Katerina 


By status, she's the chief ruler and prophetess; in reality, she's an impostor, a person 

in a position she shouldn’t be in. She dreams of having a child and is tormented by her 
barrenness. Morphine has put her at death's door. In her intrusive visions, an alraune/ 
nagual manifests itself to her—the Rat Prophet, who bogs her that much deeper in 
melancholy and lack of faith. She genuinely wants to do good for the town and take 
care of it in a real way, "like Nina and Victoria”. 


[from the game's design documents] 
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Alexander and she are the most loving couple among our characters, earning respect 
and admiration for their mutual feeling not only surviving the hell they'd been 
through but getting stronger along the way. 


[from the game's design documents] 
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Saburov 


«Saburov is stern, forthright and dour. He comes from a noble, honest, but unhappy 
family. He wants to fulfill his duty, set things in order and not mess up. To show those 
Kain and Olgimsky nutjobs how you do the right thing right—and to push them away 


from power, using the epidemic both as a pretext and as proof that their ambitious 
plans lead to horrible consequences. 


It is Saburov who says, “This is the price we have to pay for your experiments.» 


[from the game’s design documents] 
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Mark Immortell 


He has no past: he is the Theatre incarnate, its spirit materialized in a carbon-based 
avatar. No one in the town knows where he came from; perhaps he just sprang into 
existence in the Theatre the same way you get mice where there are pantries. Even if 
he did actually disembark from some train, valise in hand, nobody saw it happen. 


He has no private life. If he’s suddenly found sipping tea in his apartment, it must be a 
set scene and he’s just waiting for one of the characters to turn up. Should he fall ill, it 
will probably be a trick as well. No one’s definitely going to see him dead. 


Mark is a harlequin, but he only plays the part with his face. There’s no need to dress 
him in motley. 


[from the game’s design documents] 
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Lara Ravel 


A clever, dedicated and proud young woman. She's still grieving over the recent loss of 
her beloved father. She looks you straight in the eye at almost all times—with a gaze 
that is fierce, nervous, and demanding. If she does lower her eyes for a while, she will 
raise them back. She'd try to smile (with a corner of her mouth), but the can't. She just 
isn't a smiler. This has to look touching, not malign. 


[from the game's design documents] 
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Living alone in an empty house, she’s gradually awakening from her torpor and 
preparing to leave the town—to join the army field force and begin her vendetta. 


[from the game’s design documents] 
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Maria 


A Mistress in the making. One of the keys to the mystery of the Polyhedron (she 
presides over the community of the “signs”, former adolescents who can no longer 

get inside). Still barely more than a child, very immature, she’s deeply stressed by the 
prospect of soon having to assume power for which she’s unprepared. She knows what 
the Focus is and how it works. Das Ewig-Weibliche comes to mind. 


Scary and despotic, she’s the daughter of Nina, who is used to issuing commands and 

making the wildest demands based on what her intuition tells her. She purports to 

speak for the town. 
[from the game’s design documents] 
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Murky 


юэ 
An orphan with an autistic spectrum disorder, she grumbles, mutters, avoids eye WY | ( (72 
contact and struggles to express her thoughts. Poke her even a little and she shuts Wa NN ж Ж \ u Ж е 


off. Her parents died during the First Outbreak. Murky bears living witness to 
"Isidor's crime" (he essentially killed them). She develops a spontaneous and morbid 
attachment to the Haruspex, who she follows everywhere. Conscience itself, walking 
on dirty feet. 


For the player, her story has to be the emotional equivalent of a hoof kick to the chest. 


[from the game’s design documents] 
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Vlad the Younger 


A failed reformer and “luckless weaver”. His life’s goal is an 
attempt to turn the Kin into the Town. In other words, he’s 
similar to those naive landowners who sought to “enlighten” the 
peasants, teaching them French and the use of handkerchiefs. 


[sculpting by Arminas Didziokas, Kestutis Rinkevicius] 


Vlad the Younger’s role in the plot is a middleman. 
; His general manner is nervous, apprehensive and 
4 suspicious—but not cowardly, twitchy or paranoid. He’s 
clever, he’s the heir to the ruling family, and his self- 
control is quite good. 


[from the game’s design documents] 
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Vlad the Heavy 


A huge, mighty, scary man who owns the Bull Project—the town’s entire 
manufacturing base. His mission is for everything to be stable, run smoothly and have 
a useful purpose. A Russian merchant, with all that entails. A utilitarian thinker with 
a touch of the social-Darwinist belief in the survival of the fittest (which he counts 
himself among). A professional ruler who keeps track of all his moves and has his 
people in every corner (except the Polyhedron, which frustrates him). Treats people as 
a resource. 


[from the game’s design documents] 
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That being said, he favors sustainable natural resource use and will not make 
meaningless sacrifices. Vlad is respected because being one of his people warrants you 
a decent living and at least some degree of labor regulation. 


[from the game’s design documents] 
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Notkin 


In opposition to Khan’s Dogheads, Notkin’s Soul-and-a-Halves don’t play with a 
“miracle” but with such simple, earthly values as dogs, birds and kittens. 


[from the game’s design documents] 
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Large hands, covered abundantly in animal scratches. Very thin fingernails, almost 
cleanly bitten away. Plain and shabby clothes, with nothing to signal his status as 
leader. 


[art by Meethos] 
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Не frowns and adopts а serious manner, trying to Бе a grownup, but his face may 
brighten quite suddenly! That’s when he opens up and reaches out to a person. He can 
have this joyful, carefree expression when playing with his cat, Jester. 


[from the game’s design documents] 
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Aspity 


A mysterious being. Nobody knows how Aspity came to the town. The consensus is 
that she must’ve come from the Steppe, and that she isn’t human—a golem the Steppe 
created. Slow-moving and snarky, her mission is to bring back the Kin’s old ways—but 
it’s an intuitive, unconscious mission. An associate of Isidor, but a free agent. 


She acts in peculiar ways, is reclusive, nocturnal, and one hell of a shabby dresser. She 
also drinks a lot of milk. 


[from the game’s design documents] 
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Oyun 


A mighty giant of a man whose endurance is remarkable. Not stupid, far from it, but 
narrow-minded. Intellectually lazy and lacking imagination, he’s a bewildered man at 
heart, aware of his powerlessness before the Olgimskys and the times. 


He's a "bull-man" with something of the minotaur in him. Yet it’s important to show 
that he’s only a shadow of a minotaur, a time-beaten minotaur. He governs the Kin on 
the Olgimskys’ behalf, effectively making him a collaborationist in the Kin’s eyes, like a 
Nazi-appointed village elder. There’s an important difference, though: no one despises 
this elder. 


[from the game’s design documents] 
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Andrey Stamatin 


An architect by trade, but a Renaissance man by nature; an impetuous and amoral 
adventurer. Based on Benvenuto Cellini. A believer in neither God nor the devil, he 
likes taking everything life has to offer. Capable of murder. A tender guardian and 
protector to his twin brother, Peter. 


[from the game’s design documents] 
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Peter Stamatin 


A genius architect in a state of artistic depression, he feels (and occasionally sees) 
things he cannot express in words, much to his own annoyance. At times, he seems to 
lose interest in what he's talking about before finishing his sentence, as if he's given up 
all hope of being understood. 


Not to be turned into a drunken clown under any circumstances! This is a tragic 
character who must elicit sympathy and compassion. 


[from the game's design documents] 
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Rubin 


The most gifted and active of Isidor's disciples, his right hand. Artemy Burakh's 
doppelganger and rival in a lot more ways than one. “A candle, burning up.” 


[from the game's design documents] 
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A man dealt a hard hand in life. Values resolve for resolve's sake, which results in Rubin is not a nice guy. He's exceptionally attached to Isidor, but there's not a lot of 
one poorly-thought-out act after another, leading to severe and sometimes fateful love in him. He's the fiery zealot type, like Levi Matvei in The Master and Margarita. 
consequences. 


[from the game's design documents] 
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Taya 


A steppe girl, daughter to the Termitary janitor. An energetic and restive child. 


At the Termitary, the Abattoir workers felt as if they were a composite being with 


№ я R many heads—or, more precisely, many hands, as hands were valued a lot more than 
( -— A heads in that little world. The butchers adore Taya, treating her like a talisman and 
a keeper of the Kin, a holy child. For now, this is only a part she’s acting—but the 
э Ф | confidence with which she does it makes it clear that one day, she'll move easily from 


)\ this play-acting to actual power. 


2—9 
@ 


/ [from the game’s design documents] 
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Khan 


A Peter Pan, a Kai from H. C. 
Andersen’s The Snow Queen, and 
even a bit of a Joffrey—but only a 
little bit. Unkind but inspired and 
fair. Rules the children’s kingdom 
in the Polyhedron and draws its 
map. This explains his symbols, a 
compass and a sword (the latter 
balanced precariously on its 
edge). 


He, too, is always balancing on 
an edge. His spiritual state is 

one of a tightrope-walker who 
may, any moment now, flash a 
mischievous glance and do a 
somersault—without a safety net! 
He builds towers out of rocks on 
the Crucible lawn. And balances 
on the edge of adulthood. 


[from the game’s design documents] 
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Yulia 


Calm-tempered. Very clever. Slightly absent-minded. A heavy smoker (comes with 
being a heavy thinker, and a nervous one at that). Her speech is slightly automaton- 
like, as if her mind's somewhere else, deep in the midst of frenzied calculations 
unrelated to the conversation at hand. 


She moved to the town from the Capital and worked as a road planner. It is to her 

that the town owes its fences and its peculiar layout. She reinvented the very idea of 
roads and the circulation of people along them, as she got close to perceiving the town 
as a living body. She's a “scientific mage” in the same sense that the Stamatins are 
architectural mages. Ironically, Yulia walks with a limp. 


[from the game's design documents] 
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Executor 


The actor walks out into the town, looking for inspiration, “walking the hero's paths”. 
There are the events taking place in the town, which are real. And there is their stage 


adaptation, which is also real. There are the actors who play the protagonists and And there's a fluid ambiguity in not having a clear way of telling who you are right 
reenact the events of their lives (since upon loading, you're reliving that short—or not now: the real Haruspex or Bachelor, living his life, about to die—or an actor playing his 
so short—stretch of their deathbound journey. part and thus getting a chance to go back to the past? 


[from the game’s design documents] 
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Orderlies—the volunteer medical assistants—use these costumes borrowed from the 
local theatre as protective cloaks. This is the traditional costume of the Reaper, an 
allegory of Death. 


The mask of Muu Shubuun, «the wicked bird.» Part of the Reaper costume from the 
local theatre. It doesn't have eyeholes: the mask is mounted above an actor's head, who 
peeks through a hole in the cloak. 


[Blood Flask description] 
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The Rat Prophet 


One of the obscure figures whose power lies in their inherent contradiction. 
Based, of course, on the Rat King—yet there are no rats in Pathologic 2! 


A demon, a chthonic “thing from below”, he defies expectations by being 
from the Theatre and not the Steppe. More of a dweller of the underside of 
Kain’s enlightened world. That’s why he may sometimes “break character”, 
letting us see that he’s no magical creature—just a child (or dwarf?) wearing 
a mask. 


[from the game’s design documents] 
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Most creators of in-game universes 
are aiming for minimal ambiguity 
in their worldbuilding. Our 


p understanding of our goals is 
à 0 fundamentally different! We aim 
съ for Ше opposite things. Ambiguity. 
p >. Doubt. Subtext. Layers of meaning. 


The owls not being what they seem. 


226 


Of course, sometimes a bullet’s just a bullet, 
and a barking dog is a dog that’s barking. 
However, the mass of ambiguous, fluid things 
is a critically important part of our setting. 
Does the outline of that chair resemble a 
guillotine? Great; our kind of chair. Is there 
something priestly about this butcher? 
Fantastic; let them scratch their heads. 


This doesn’t just apply to adding meaning to 
the simple things; the converse is also true— 
direct references and allegories should be 
reduced to small hints. 


[from the game’s design documents] 
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Suppose, for example, that a fence 
is covered in moss. And we want 
the pattern of that moss to suggest 

a pointing finger. We do this ever 

so slightly, so that there’s lots of 
arguing on forums later: is it really 

a hand, or are people seeing things? 
Human moans are heard at the 
cemetery. Are those really the moans 
of the dead from under the ground, 
or mere vibrations of a faulty cooling 
fan at the nearby factory? Let the 
forum warfare begin. 


At first glance, it doesn’t seem 
critically important whether a 
chair looks like a guillotine or what 
era a button is from on a piece of 
clothing. On the contrary! These 
tiny doubts and vacillations add up 
to set the right mood for the player, 


and they will do it in a smooth 


and inconspicuous way—which 

is what we're aiming for. We're 
experimenting with taking game 
interactivity to a new level —beyond 
active interactions (pushing the 

keys) and towards the interactivity of 


interpretation. 


[from the game's design documents] 
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Our town is like a role-playing 
game in which modern people 
have chosen to live ina semblance 
of the Middle Ages or an archaistic 
culture of the steppe. They only 
kept those modern things that 
didn’t clash with their idea of the 
Middle Ages, and built 90 percent 
of their world from those things. 
They were neutral things that 
would fit into any reality. 


Modernity is a very active and 
aggressive element that's always 
seeking to grow its influence. 
That’s why we have to level it 
out with “fluid things” wherever 
possible. We can’t let through 

а roleplayer who's wearing 
sneakers. If authentic footwear 
isn’t an option, you can settle for 
something nondescript made of 
leather. 


[from the game’s design documents] 
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Our Theatre stages prophetic plays about things that are happening on the town’s 
outskirts today, and things that will happen in the future. Thus the theatre’s playbills 
(we can consider its posters and placards a part of the theatric production) speak 
about important moments from the town’s history. They have dates (such as “31.ХП”) 
instead of titles. 


[from the game’s design documents] 
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